MAGNUS THE BUSHCRAFTER 


A huge sled pulled by a woolly mammoth appears out of 
the heavy snowfall. Dozens of grappling hooks, ropes, tools, 
weapon, and pieces of armor are cramped together on the 
sled. Standing next to the mammoth, a giant, blue-skinned 
figure with white hair and cloudy blue eyes first stares and 
then waves at you. “I thought I saw something,” the figure 
bellows. “It was good you found me — my joints tell me a 
storm is coming.” 


Magnus’ shop holds several magic items picked up 
over years of traveling the frontier, trading with 
merchants and adventurers. His giant sled is the 
sort of shop you can find camped at the foot of a 
mountain range, stumble upon in a blizzard, or even 
spot from miles away as the sled is slowly pulled 
across the tundra by the mammoth Tartan. 
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MERCHANT OVERVIEW 


Magnus, a frost giant ranger, with a 
passion for survival equipment 


Merchant 


Inventory Equipment for surviving harsh 
environments 

Security Himself, his mammoth, and his owl 

Bartering Magnus always deals fairly and starts 
negotiations at market value 

Biases + Dwarves and survival specialists 


= Self-important and whiny people 


MAGNUS HALLDORSSON ~ 


Growing up with his frost giant brethren on the 
snowy mountain peaks, Magnus’ youth was a 
simple life of hunting the tundra’s wild game. But as 
the years passed and his body grew, so did Magnus’ 
curiosity about the world. When the dwarven 
ranger Branak came by his tribe looking for a local 
guide, Magnus eagerly volunteered — and when the 
dwarf started sharing his knowledge of wilderness 
survival, it felt natural for Magnus to stick around. 
Years later, when a rusty grappling hook caused 
the death of his old mentor during a mountain 
climb, the giant inherited the old ranger’s 
impressive collection of survival gear. From that 
day, Magnus decided that he would dedicate 
himself to helping others overcome the hazards of 
the wilderness by supplying them with the right 
equipment. In the years since, Magnus’ mammoth- 
pulled sled has grown into a regular magic shop. 


ROLEPLAYING MAGNUS 

Magnus is more survivalist than merchant. Nothing 
excites the giant more than a conversation about 
the clever application of a specific type of survival 
gear or sharing stories of overcoming harsh 
environments and dangerous situations in the wild. 

Magnus regards himself as a knowledgeable and 
spiritually enlightened person. He takes great pride 
in his survival skills and will preach tips and tricks 
for navigating the tundra to any who'll listen. 

He reveres statements made by his dwarven 
mentor such as “you can never have enough rope” 
or “might as well be dead already if you own fewer 
than three grappling hooks” as sacred doctrine. 
Magnus often recites these teachings while staring 
out at the horizon and nodding to himself with a 
knowing expression on his face, as if he’s sharing 
something deep and profound. 
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BARTERING 


Though Magnus is reluctant to part with the 
survival equipment that he is currently using, he 
believes it to be his duty to supply under-equipped 
travelers with the gear they need to overcome the 
obstacles on their journey. 

Magnus is a fair and honest merchant. Even 
though he could set exorbitantly high prices, given 
the lack of alternatives in the deserted areas in 
which his shop is usually found, he always starts by 
asking the fair market price of an item. He will even 
offer great discounts to travelers who seem to be 
truly in need of his aid — especially if they share his 
excitement about the item at hand. 

The giant has a passion for survival gear and 
treats his merchandise as a prized collection. Thus, 
even though Magnus has picked up his bargaining 
skills from a thrifty ranger and counts his coins like 
a dwarf on a budget, he is willing to pay whatever 
he has to in order to obtain even a mundane piece of 
survival gear that he doesn't already own. 


BIASES 

Status means nothing to Magnus, and a character 
dressed in fine silk and jewelry trying to claim a 
discount through their heritage or political position 
in society is likely to drive up Magnus’ prices. On 
the other hand, a poor character with worn-out 
equipment might be able to attract the empathy of 
the giant and get a better deal. 

Magnus has a soft spot for dwarves and will laugh 
heartily if a dwarf drives a hard bargain, saying 
that the dwarf “reminds me of an old friend” before 
offering a discount in recognition of their efforts. 

Nothing is more likely to secure a good price 
in Magnus’ shop than sharing his passion and 
excitement for survival gear. While Magnus 
disapproves of flattery and compliments about his 
appearance, praise about the quality and utility 
of his merchandise always hits home. A character 
who shows genuine excitement about wilderness 
survival — and who can appreciate the quality of 
Magnus’ wares - is likely to get the best possible 
price, or even a free item if they don’t have the gold. 
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MAGNUS THE BUSHGRAFTER 


Huge Giant 


Armor Class 16 (patchwork armor) 
Hit Points 161 (14d12 + 70) 
Speed 40 ft. 


STR DEX CON INT Wis CHA 
24(+7) 1241) 215) 1140) 1643) ee 


Saving Throws Con +9, Wis +7, Cha +6 

Skills Animal Handling +7, Athletics +11, Insight +7, 
Perception +7, Survival +11 

Damage Immunities cold 

Senses passive Perception 17 

Languages Common, Giant, Dwarvish 

Challenge 10 (5,900 XP) Proficiency Bonus +4 


Special Equipment. Magnus carries a cape of the 

mountebank, and a brass horn of Valhalla. 

Boots of the Winterlands. Magnus ignores difficult 

terrain created by ice or snow. 

Legendary Resistance (2/Day). \f Magnus fails a 

saving throw, he can choose to succeed instead. 

Spellcasting. Magnus’ spellcasting ability is Wisdom 

(spell save DC 15). He can cast the following spells: 

3/day each: animal friendship, cure wounds, fog cloud, 
longstrider 

1/day each: lesser restoration, misty step, pass without 
trace, spike growth 


ACTIONS 


Maul. Melee Weapon Attack: +12 to hit, reach 10 ft. 
Hit: 27 (3d12 + 8) bludgeoning damage. If Magnus 
rolls a 20 on the attack roll, the target's movement 
speed is halved, and it has disadvantage on Strength 
and Dexterity ability checks and saving throws until it 
finishes a short rest or receives magical healing. 

Rock. Ranged Weapon Attack: +11 to hit, range 60/240 
ft., one target. Hit: 29 (4d10 + 7) bludgeoning damage. 
Horn of Valhalla (1/week). Magnus uses his action to 
blow his horn and summon 10 (3d4 + 3) warrior spirits 
from Valhalla within 60 feet; they are friendly to him 
and follow his commands. They use the statistics of a 
berserker and return to Valhalla after 1 hour or when 
they drop to 0 hit points. 


LEGENDARY ACTIONS 


Magnus can take 2 legendary actions, choosing from 
the options below. Only one legendary action option 
can be used at a time and only at the end of another 
creature's turn. Magnus regains spent legendary actions 
at the start of his turn. 

Maul. Magnus makes one attack with his maul. 

Cast Spell (Costs 2 Actions). Magnus casts a spell. 
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PROTECTIVE MEASURES _ 


All Magnus’ magical merchandise is either carried 
by the giant himself or tucked into different storage 
rooms on his giant ice sled. 

A frost giant is a fearsome foe in itself and 
Magnus, though slow to anger, is even more 
fearsome. Should he find himself outmatched, 
however, Magnus isn’t too prideful to flee in order to 
protect himself, his beasts, and his magical wares. 

At a whistle from Magnus, Tartan is quick to 
pull the sled away from danger at a pace of 80 feet 
per round while using the Dash action. Pippy, the 
intelligent winter owl, can make pursuit difficult 
by using its Icy Fog ability. If the pursuers keep up, 
Magnus can cast fog cloud, spike growth, and longstrider, 
or use his brass horn of Valhalla to summon fierce 
berserkers to aid in his escape. 

If all else fails, Magnus can also cast dimension door 
to immediately take both him, Tartan, and the giant 
sled attached to the mammoth to safety. 


QUEST Hooks 


While Magnus is always on the lookout for new 
merchandise, there are two specific tasks in which 
he currently requires assistance. 


BIRDS OF PREY 

The tiny winter owl Pippy hasn't been Magnus’ 
companion for very long. A week ago, poachers from 
a local village attacked her colony and only Pippy 
managed to escape. Winter owls are magical birds 
native to the region that have been driven nearly to 
extinction as their feathers are sought after by the 
local human society as charms of luck. Magnus fears 
that the poachers will sell the birds alive or in parts. 
He is, however, no friend of the village’s mayor and 
is afraid it will end in a physical confrontation if he 
seeks out the poachers himself. But if the characters 
can get back Pippy’s family, Magnus would be 
indebted to them. 


‘THIEVES IN A CAVE 

A band of goblins recently convinced Magnus to 
shelter them during a blizzard. The rascals repaid 
the giant’s kindness by stealing his food and a 
bunch of other stuff from his wagon before fleeing 
into a cave too small for the giant to enter. While 
Magnus doesn’t mind losing the frozen meat, the 
goblins also stole his alchemy jug. Magnus uses the 
jug to produce a dwarven ale - of which the giant 
is admittedly a little too fond. Magnus is willing to 
reward the characters with a magic item that has a 
value of 500 gp or less if they can help him get his 
jug back. 
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Tiny beast 


Armor Class 12 
Hit Points 9 (2d4 + 4) 
Speed 5 ft., fly 60 ft. 


STR DEX CON INT WIS CHA 
EA) SEQ) AAG (En) 2 (Gell) 7 (2) 


Saving Throws Wis +3 

Skills Perception +3, Stealth +3 

Senses darkvision 120 ft., Passive Perception 13 
Languages understands common but can't speak. 
Challenge 1/8 (25 XP) Proficiency Bonus +2 


Flyby. Pippy doesn't provoke opportunity attacks when 
she flies out of an enemy's reach. 

Keen Hearing and Sight. Pippy has advantage on 
Wisdom (Perception) checks that rely on hearing or 
sight. 

Winter Camouflage. Pippy has advantage on Dexterity 
(Stealth) checks made to hide in snowy terrain. 


ACTIONS 


Talons. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 1 slashing damage. 

Ice Fog (1/day). Pippy creates a 100-foot radius sphere 
of thick, cold fog centered on a point within 200 feet 
that the owl can see. The sphere spreads around 
corners, and its area is heavily obscured and becomes 
difficult terrain for the duration. It lasts for 10 minutes 
or until a wind of moderate or greater speed (at least 10 
miles per hour) disperses it. 


INVENTORY 


Beside giant-sized survival gear such as grappling 
hooks, hunting traps, and weapons, Magnus’ giant 
sled contains a wide selection of both magical 

and mundane items for any creature looking to 
overcome hazards in the wilderness. 


UNIQUE ITEMS 
Magnus has two items he is particularly fond of. 

Helmet of the Survivalist. This magic helmet was 
gifted to Magnus by his old mentor Branak when 
he was still in training. Though Magnus rarely 
makes use of the helm’s magical properties, it holds 
sentimental value for him - and he is unlikely to 
part with it to anyone but a true survivalist. 

Maul of Maiming. Magnus won this magic maul 
when he defeated another frost giant in a duel many 
years ago. He carries it with pride, but rarely uses 
it these days, so he is willing to sell it to a suitable 
successor who can put it to better use. 
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THE GLIDING GIANT INVENTORY (MUNDANE) 


DESCRIPTION 
A thick rope made of hemp lgp 


ITEM NAME 
Rope, hempen (3 x 50 feet) 


Cook’s Utensils A metal pot, knives, forks, a stirring spoon, and other cooking utensils lgp 


Grappling Hook (5) 
Lantern, hooded (2) 
Healer’s Kit (5) 
Hunting Trap 


Drum A giant-sized drum with a batter head made out of animal skin 6 gp 
Carpenter's Tool A saw, a hammer, a hatchet, a ruler, an adze, a plane, a chisel, and more 8 gp 
Climber’s Kit (4) A box with pitons, boot tips, gloves, and a harness 25 gp 


Antitoxin (3) 


A metal hook with four hooks 


A hooded lantern made of iron with glass on each side 


Bandages, salves, and splints in a leather pouch 


A saw-toothed steel ring with a pressure plate in the middle 


A black liquid in a small glass vial 


THE GLIDING GIANT INVENTORY (MAGICAL) 


ITEM NAME TYPE RARITY DESCRIPTION PRICE* 

Bag of Cooling** Wondrous Item Common A leather bag with a metal buckle 50 gp 
resembling a snow crystal 

Temperate Blanket** — Wondrous Item Common A 5ft.x 5 ft. blanket with scales on 75 gp 
one side and white fur on the other 

Map of Many Places** Wondrous Item Common A blank sheet of grungy parchment 100 gp 

Potion of hill giant Potion Uncommon A large, square glass flask with an 100 gp 

strength orange liquid 

Gloves of Swimming Wondrous Item Uncommon  Apair of gloves with its fingers 250 gp 

and Climbing linked by a scaly material 

Rope of Climbing Wondrous Item Uncommon A 60-feet long silk rope 500 gp 

Helmet of the Wondrous Item Uncommon Ahorned adamantine helmet with 500 gp 

Survivalist** claws attached at its comb 

Adamantine Armor Uncommon  Asturdy-looking breastplate 750 gp 

Breastplate reinforced with adamantine 

Cloak of Elvenkind Wondrous Item Uncommon Agreencloak with a large hood 750 gp 
that blends with its environment 

Boots of the Wondrous Item Uncommon A pair of furred brown leather boots 1,000 gp 

Winterlands with spikes at underneath 

Maul of Maiming** Weapon Rare A solid maul with a blue steel 1,000 gp 
handle engraved with runes 

Ring of Animal Ring Rare A bronze ring engraved with 1,500 gp 

Influence images of different animals 

Frost Brand Weapon Very Rare A large greatsword with a blue 2,500 gp 

Greatsword shimmer (bright light if freezing) 

Cape of the Wondrous item Rare A black cape with golden circles 5,000 gp 

Mountebank woven into it 

Horn of Valhalla Wondrous Item Rare A brass horn engraved with runes 10,000 gp 


(brass) 


*These prices reflect the merchant's base price, but can be reduced by up to 50% with haggling. The prices listed here are likely 


and decorated with green stones 


to change in the finished book as the work with evaluating prices is still in progress. 
** Described in Appendix A: Magic Items 
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2gp 
5 gp 
5 gp 
5 gp 
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APPENDIX A: MAaIc ITEMS 


BAG OF COOLING 

Wondrous item, common 

This leather bag is sealed with a large metal buckle 
resembling a snow crystal. The temperature inside 
the bag is always 40 degrees Fahrenheit. 


HELMET OF THE SURVIVALIST 

Wondrous item, uncommon (requires attunement) 

This magical helmet is made from the horns of 

a gorgon set on an adamantine frame with two 

wyvern claws attached at its comb. While wearing 

this helm, your proficiency bonus is doubled for any 

ability check you make that uses the Survival skill. 
Survivor. When you make a Strength or Dexterity 

ability check, you can roll an additional d2o before 

the outcome is determined. You choose which of the 

d20s is used for the ability check. Once used, this 

property can’t be used again until the next dawn. 


Map OF Many PLACES 

Wondrous item, common 

This magic map looks like a blank sheet of grungy 
parchment. As an action you can use the command 
word "where am I” to have the parchment magically 
show a topographical map of the area within a 5 
mile radius, including all objects, structures, and 
terrain features larger than 5 cubic feet. The map 
remains for I hour or until you roll the map up as an 
action. Once used, this property can’t be used again 
until the next dawn. 


MAUL’ OF)MAIMING 
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MAUuL OF MAIMING 
Weapon (maul), rare 
This magical hammer is imbued with the spirit of 
a lesser earth elemental and magically sizes itself 
to fits its wielder. You have a +1 bonus to attack and 
damage rolls with this magical maul. 

Maim. When you roll a 20 on your attack roll with 
this magic weapon, the target’s movement speed 
is halved, and it has disadvantage on Strength and 
Dexterity ability checks and saving throws until it 
finishes a short rest or receives magical healing. 


TEMPERATE BLANKET 

Wondrous item, common 

One side of this 5 feet by 5 feet magic leather blanket 
is made from the hide of a polar bear while the other 
is made from salamander skin. While wearing the 
blanket you can tolerate temperatures as low as —50° 
Fahrenheit and as high as 120° Fahrenheit without 
any additional protection. 


HELMET) OF THE 
SURVIVALIST, 


